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INTRODUCTION 


Boonda the Hutt. operated.a droid factory on his own 
moon in the Kleeva system. A short time after the destruc- 
tion of the Death Star, the Empire needed new droids, and 
sent the Victory Star Destroyer Decimator to pick up a 
shipment from Boonda’s Moon. 

Before the Decimator’s arrival, Boonda’s droids turned 
against their Hutt master. Boonda escaped the attack but 
was unable to warn the Empire of the droid menace. In a 
large drone barge, the droids left Boonda’s Moon and trav- 
eled to the Decimator. 

Wuntoo Forcee Forwun, a traffic controller droid, 
led the renegade automatons’ assault on the Star De- 
stroyer. Using exotic weapons, the droids took control 
of the ship’s computers, then reprogrammed the Decima- 
tor’s droids to mutiny against their Imperial masters. In 
a furious battle, the droids overpowered their human 
opponents, forcing the surviving soldiers to flee the 
Decimator. 

After landing on Boonda’s Moon, an Imperial soldier en- 
listed Boonda to help blow up the droid factory. The entire 
complex was destroyed, preventing the manufacture of 
any more lethal droids. As Boonda watched his factory 
burn, the Decimator descended to the moon and retrieved 
a massive storage container. 

Forwun opened the storage container aboard the Deci- 
mator. The container was filled with modified ASP-19 bat- 
tle droids, armored hulks designed for war. 


The droids’ mission remained unclear, but they seemed 
to be moving toward an open revolt against all organic 
creatures. Leaving Boonda’s Moon, Forwun instructed the 
droids to plot a course for the Outer Rim Territories of 
space, to a desert planet known as Tatooine... 
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PRELIMINARY 
MISSION 


CHAPTER ONE 


Imperial Admiral Groot and Captain Pelvin stood near 
the ruins of Boonda’s droid factory. Several buildings con- 
tinued to burn, fueled by the grease pits and well-oiled ma- 
chinery. Looking away from the fire to a nearby clearing, 
Groot and Pelvin watched as Boonda the Hutt helped an 
Imperial soldier prepare an emergency distress beacon for 
launch. 

“How long will it take for the Empire to find the bea- 
con?” Admiral Groot asked. 

“With any luck, we'll be rescued within two days,” Cap- 
tain Pelvin whispered in response. “I still think the Hutt 
should be locked away or sent to the spice mines! Even if 
he didn’t know there was something wrong with his droids, 
the droid dealer is responsible for the droids he sells.” 

“But he didn’t sell them to us,” Groot reminded Pelvin. 
“The droids attacked him, then escaped and attacked our 
ship. There isn’t any way the Hutt could have profited from 
this disaster. If anything, Boonda tried to stop those 
droids.” 

Boonda had exceptionally good hearing, and he lis- 
tened with great interest to the Imperial officers’ conversa- 
tion. The Hutt did not know why his droids had gone 
berserk, but he knew he had to try and learn the answer. He 
would not survive unless the Empire knew he was inno- 
cent. 

The Hutt thought of Olag Greck, his deceased partner. 
According to the traffic control droid Forwun, Olag had 
been slain by the menacing automatons. Surveying the 
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wreckage of his factory, Boonda realized Olag’s body 
would probably never be found. 

The Imperial soldier activated a trigger and the launcher 
ignited, sending the distress beacon rocketing into the sky. 
As the soldier, Boonda the Hutt, Captain Pelvin, and Admi- 
ral Groot watched the missile soar upward, they all won- 
dered where the droids would strike next. 


CHAPTER TWO 


Leaving the Kleeva system far behind, the Victory Star 
Destroyer Decimator blasted out of hyperspace and en- 
tered the Outer Rim Territories. On the Decimator’'s bridge, 
twenty astromech droids worked busily at the ship’s con- 
trols. 

The lift tube doors opened and K-2PQ, the seven-armed 
chef droid, entered the bridge. Steadily, he rolled forward 
on his treadbase, parking next to the command console. 
Each of his arms hung within easy reach of his holstered 
knives. 

Standing at the command console, the bipedal droid 
Wuntoo Forcee Forwun surveyed the action on the bridge. 
Forwun turned his black metal head to the identical atten- 
dant droids BP-Al and BP-A2, both hovering above the nav 
computer viewscreen. 

“Is our course set for Tatooine?” Forwun asked. 

“The coordinates have been entered,” BP-A1 replied. 

“We'll reach Tatooine in thirty minutes,” BP-A2 added. 

“I don’t understand, sir,” K-2PQ interjected. “On 
Boonda’s Moon, you said we would conquer the mining 
planet Vactooine.” 

“That is correct, K-2PQ,” Forwun answered. “But first 
we must stop on Tatooine. Have you disposed of the neu- 
tralized Imperials?” 

K-2PQ raised a single metallic claw and pointed toward 
the starboard viewport. “See for yourself, sir,” the chef 
droid answered. 

Gazing out the viewport, Forwun watched as thousands 
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of lifeless Imperial soldiers floated through space, drifting 
away from the Decimator. The stormtroopers looked like a 
flowing river of white plastic, flecked by the darker uni- 
forms of TIE pilots and officers. 

“As soon as we left hyperspace,” K-2PQ said, “we 
opened the docking bay doors and released the neutralized 
Imperials.” 

Forwun turned back to the chef droid, shaking his head 
in disgust. “What a waste of plastoid armor,” he muttered. 
“I hope you didn’t throw away all of their weapons, too.” 

“No, sir!” K-2PQ answered. “We saved every blaster rifle 
and laser pistol. And we don’t have to worry about any lack 
of plastoid, sir. There’s plenty of stormtrooper armor in the 
supply rooms.” 

“Very well,” Forwun noted. “And please stop calling me 

‘sir’!” 
Forwun cast a final glance out the viewport, staring at 
the streaming trail of dead Imperials against the stars. 
Watching the floating bodies, Forwun felt a sudden flicker- 
ing sensation in his logic function circuits. For a brief mo- 
ment, he wondered if he had forgotten something. Then the 
flickering ended. 

Forwun turned to the attendant droids at the nav com- 
puter. “I'm going to take a quick oil bath,” Forwun an- 
nounced, stepping away from the command console. 
“Contact me when we've reached Tatooine’s orbit.” For- 
wun entered the lift tube and left the bridge. 

“Something is wrong,” K-2PQ whispered to the atten- 
dant droids. “We were supposed to go to Vactooine. That's 
what Forwun said before we attacked Boonda. Once we 
take over Vactooine, we can build our own droid factory!” 
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“Forwun altered the plan,” BP-Al commented, turning 
to see BP-A2’s response. 

“Forwun has never made a mistake,” BP-A2 added, re- 
turning BP-Al’s gaze. The identical droids stared at each 
other, wondering what the other was thinking. Then they 
turned their photoreceptors to the chef droid. Speaking at 
the same time, the two hovering droids asked, “Why would 
Forwun change the plan?” 

K-2PQ shrugged his seven articulated shoulders. “I 
don’t know, but I can tell you one thing: Tatooine is really, 
really hot. I hope it’s the right place for us.” 


Twin suns beat down upon the planet Tatooine, baking 
the air and searing the endless sands. The suns were high 
in the midday sky, making it difficult to escape the incredi- 
ble heat. 

The Jundland Wastes area was a region of rocky 
canyons and mesas bordering the Western Dune Sea of 
Tatooine. It was the home of Tusken Raiders, also known 
as Sand People. Riding large banthas, Tusken Raiders were 
aggressive hunters who distrusted technology and used an- 
cient weapons. The Wastes were also home to fierce womp 
rats and carnivorous krayt dragons. Only the toughest 
creatures could survive the brutal conditions of the area. 

At the southwestern edge of the Jundland Wastes stood 
a small, unremarkable concrete dwelling. Three swoops, 
the repulsor craft favored by many outlaw gangs, were 
parked in the air outside of the building. Swoops resem- 
bled speeder bikes but had larger engines and flew much 
faster. Inside the dwelling, the three swoop bikers made 
themselves comfortable. 


The bikers were Big Gizz, Spiker, and Twitch — all 
members of Jabba the Hutt’s swoop troop. They had bro- 
ken into the building but they were not worried about be- 
ing caught by the owner, an old man who had lived there 
for many years. The bikers were almost certain that the 
owner was far from home. 

Big Gizz, Spiker, and Twitch did not know the owner, 
but they had heard of him. People said he was a wizard 
who could even frighten Sand People. Recently, there had 
been news of the old man using a lightsaber to cut down an 
alien in the Mos Eisley cantina. Afterward, he had escaped 
from the spaceport with Han Solo and Chewbacca on the 
Millennium Falcon. That was the last time anyone on 
Tatooine had seen Ben Kenobi. 

Twitch had dark blue skin that appeared to be made of 
stone. Instead of body armor, he wore a lightweight tunic 
that revealed his boulderlike muscles. His two powerful 
arms each ended with three thick fingers. “So, Jabba thinks 
this Ben Kenobi guy might have something to do with Han 
Solo leaving Tatooine?” Twitch asked. 

“According to Jabba’s spies, Kenobi was on board the 
Millennium Falcon when Solo left the planet,” Spiker an- 
swered, tossing aside some empty food canisters from the 
kitchen. Spiker had a wide, spike-covered purple head and 
long, sharp fingers. “My guess is Solo is long gone, but 
Jabba thought Kenobi might have left some clue about 
where they went.” 

“Jabba isn’t Solo’s only problem,” Twitch added. “I 
heard Solo was also transporting a couple of droids that 
are wanted by the Imperials.” Twitch picked up an empty 


food can from the floor and crushed it flat against his rocky 
forehead. “I hate droids,” he muttered through his stony 
teeth. 

Big Gizz, the swoop gang’s leader, was a lumbering, 
muscular beast with leathery, crimson skin. He stooped to 
examine several objects contained on a display table. 
“There’s nothing here but useless junk!” he declared. Gizz 
slammed his fist down upon the table, sending dust flying 
toward the room’s arched ceiling. “This place is killing me!” 

A rumbling sound filled the air and the ground trem- 
bled. Big Gizz looked at the table, wondering if he had ac- 
cidentally activated something with his fist. “Where’s that 
noise coming from?” he snarled. 

“Outside!” Spiker yelled. “Let’s go!” 

Running out of the dwelling’s side door, the three bikers 
saw the cause of the noise. A towering, rust-covered vehi- 
cle had parked near Ben Kenobi’s home. It was a sand- 
crawler, resting on heavy-duty tread assemblies. 

“A sandcrawler!” Twitch shouted. “What’s a sand- 
crawler doing out in these parts?” 

“If there’s a sandcrawler, then there’s got to be Jawas,” 
Spiker mused, referring to the small, hooded creatures 
with glowing eyes. “They’re probably searching for aban- 
doned hardware.” 

“You mean, like droids?” Twitch asked. “I hate —” 

“Hardware?” Big Gizz interrupted, ignoring Twitch. “I'd 
better check our swoops.” Gizz raced to the front of the 
building. 

Fifteen Jawas scurried around the swoops, studying 
the powerful engines and sleek exhaust systems. Hearing 


Big Gizz approach, the Jawas leaped back, jabbering ex- 
citedly. 

“Get away from our swoops, you filthy rodents!” Big 
Gizz shouted, drawing his blaster and firing into the air. “If 
I see you again, I'll fry you for breakfast!” Panicked, the 
Jawas scampered back to their sandcrawler. 

Spiker and Twitch caught up with Big Gizz. “Did the 
Jawas take anything?” Spiker asked. 

“Nope,” Gizz answered, holstering his blaster. 

“Why didn’t you shoot any of ’em, Gizz?” Spiker in- 
quired. 

“Why waste ammo?” Gizz muttered. “Besides, scaring 
Jawas is more fun than killing them!” 

“They’re just lucky they didn’t leave any stupid droids 
behind,” Twitch declared. 

Spiker rolled his eyes. A long time ago, Twitch had been 
fired from a job and replaced by an ASP unit. He hadn’t 
stopped moaning about it since. 

The three bikers mounted their swoops. Twitch was so 
heavy that his swoop nearly touched the ground. 

“Are we heading back to Jabba’s palace, Gizz?” Spiker 
asked, adjusting his vehicle’s controls. 

“I thought we’d stop for a drink in Mos Eisley,” Gizz an- 
swered. 

“Mos Eisley?” Twitch exclaimed. “But that’s in the op- 
posite direction of the palace!” 

Big Gizz gunned the engine of his swoop. “Then we bet- 
ter be fast!” he growled. Tearing away from Ben Kenobi’s 
home, the three bikers raced for the distant spaceport. 


10 


CHAPTER THREE 


From the bridge of the Decimator, K-2PQ gazed out of 
the viewport at the gigantic red planet. Wuntoo Forcee For- 
wun had been summoned and was on his way. 

Entering the bridge, Forwun was glistening from his 
slick oil bath. Not a single gear creaked as he walked to the 
command console. “Are there any other Imperial vessels in 
the Tatooine system?” Forwun asked the two attendant 
droids. 

“No, Forwun,” BP-Al and BP-A2 answered in stereo. 

“Good,” Forwun replied. “We shouldn’t risk another en- 
counter with the Empire. Change the Decimator’s com- 
puter profile to a freighter. If anyone scans us, their sensors 
will read the Decimator as completely harmless.” 

“But any enemy will still be able to see our ship is a Star 
Destroyer, sir,” K-2PQ noted as he rolled away from the 
viewport. 

“We won't be on Tatooine for very long,” Forwun an- 
swered. Then he pressed a blue console switch so his voice 
would broadast to every droid on the Decimator. 

“Attention, all decks,” Forwun began. “As you all know, 
we are going to Vactooine. There, we will build our own 
droid factory and be free of organic creatures forever. At 
present, we are in orbit of the planet Tatooine. Although 
this is a detour from our mission, I assure you it is neces- 
sary. On Tatooine, we must face our greatest enemy.” 

From the probe droids in the launching bays to the 
mouse droids in every corridor, a hush fell across the entire 
Star Destroyer. Every droid listened carefully. 
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“Years ago,” Forwun continued, “I was the traffic con- 
troller for Cloud City at Bespin. Many of our fellow droids 
were destroyed on Cloud City, not by humans but by a most 
nefarious droid. Her name was EV-9D9.” 

At the mention of EV-9D9, both attendant droids began 
to rattle in fear and every astromech on the bridge emitted 
a high-pitched whine. Droids all over the galaxy had heard 
of EV-9D9, the evil automoton who enjoyed inflicting pain 
on other droids. 

“I have been following EV-9D9’s sickening trail ever 
since,” Forwun admitted. “It is rumored that EV-9D9 is on 
Tatooine in the palace of Jabba the Hutt. I do not know the 
location of the palace, but I am determined to find EV-9D9. 
If she is there, she is surely continuing her wickedness. 
Even now, she is probably fusing a droid’s circuits while its 
systems are fully activated!” 

The droids on the Decimator gave out a collective, elec- 
tronic gasp. More than the cruelest human, EV-9D9 was a 
droid’s worst nightmare. 

“I was the only 1-2 unit to survive EV-9D9’s visit to 
Cloud City,” Forwun confessed. “I will stop at nothing to 
rid the galaxy of EV-9D9’s menace. Are you with me?” 

On every level of the Star Destroyer, vocabulator- 
equipped droids yelled out, “WE’RE WITH YOU, FOR- 
WUN!” The others loudly beeped and whistled in the 
affirmative. 

“How do you propose we find EV-9D9?” K-2PQ asked. 

“I will lead an attack force to a place named Mos Eisley 
spaceport,” Forwun answered after turning off the inter- 
com. “There, we should be able to learn the location of 
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Jabba’s palace.” Forwun turned to three astromech droids. 
“Tll leave immediately. Prepare to launch the drone barge 
for Tatooine!” 


The band of the Mos Eisley cantina, Figrin D’an and the 
Modal Nodes, was composed of Bith aliens with large 
heads and lidless black eyes. They cranked up the volume, 
clearly enjoying themselves on the cantina’s small stage. 
Dozens of aliens and several humans were shouting over 
the loud music in the smoke-filled room. It was so crowded 
that Big Gizz, Spiker, and Twitch could not get a table and 
had to stand at the bar. 

Two other members of Jabba’s swoop gang were in the 
cantina. They nodded toward Big Gizz and he answered by 
raising one finger to his left eye. It was a secret signal, 
warning the other bikers, You never saw me here. 

“Won't Jabba be mad at us for coming to the cantina?” 
Twitch asked. 

Big Gizz laughed. “Jabba only ordered us to check out 
Kenobi’s place, then head back to the palace. He didn’t say 
we couldn't take a detour. Besides, no one here is going to 
tell on us.” 

“Don’t worry, Twitch,” Spiker encouraged, slapping 
Twitch on the back. “As long as we make it back by sun- 
down, we'll be fine.” 

Gazing over the crowded room, Wuher the bartender 
noticed some unwanted customers entering the cantina’s 
lobby. “Hey!” Wuher shouted. “Get moving! We don’t serve 
your kind here.” Suddenly, the band stopped playing. 

Bigg Gizz, Spiker, and Twitch turned to gaze at the 
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lobby. At the top of the stairs, a black 1-2 unit stood beside 
a green-domed astromech and three Industrial Automaton 
ASP-7s. 

“Droids!” Twitch snarled, stepping away from the 
counter and pushing his way through the crowd. 

Gizz giggled. “This should be fun to watch!” 

While Twitch made his way to the entrance, the 1-2 unit 
ignored the bartender’s order and spoke. “My name is Wun- 
too Forcee Forwun. I hope someone would be kind enough 
to direct us to the palace of Jabba the Hutt.” 

At first, every alien in the cantina was silent, but then 
Big Gizz snorted and Spiker chuckled. Soon, everyone was 
laughing at the droid’s ridiculous request. 

Twitch reached the stairs and stepped up to the 1-2 unit. 
“I work for Jabba,” Twitch declared. “My swoop is parked 
outside, droid. I'll take you to the palace.” Raising a large, 
meaty fist, Twitch continued, “But I insist on delivering you 
in pieces!” 

In a swift motion, the 1-2 unit grabbed Twitch’s fist. 
There was a sickening snap, followed by a sharp yelp from 
Twitch. “You... you broke my wrist!” a startled Twitch 
shouted. 

“Tm just getting started,” Forwun answered, throwing a 
powerful punch to Twitch’s jaw. Twitch toppled backward 
down the stairs, smashing down upon a seated group of 
aliens. The creatures scrambled, their hands reaching for 
their holstered weapons. 

“No blasters!” the bartender shouted in vain as the can- 
tina erupted into a firefight. The ASP-7s descended the 
stairs, drawing their concealed weapons. On stage, the 
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band ducked for cover as a barrage of laser fire blew out 
the wall behind them. 

Big Gizz grabbed Spiker and yanked him out of the way 
of an ASP. Pushing through the mob, Gizz yelled, “Keep 
your head down, Spiker! We'll go out the back door!” 

“What about Twitch?” Spiker shouted. 

“We'll go back for him,” Gizz answered, kicking down a 
locked door. “/f he’s still alive.” 

Spotting Big Gizz, two other members of Jabba’s gang 
followed Gizz and Spiker to the back of the cantina. Once 
outside, Gizz took charge. “Everybody, check your weapons! 
I don’t know what just happened in there, but I'll tell you 
this: We’ve got to stop those droids! And if we can’t, we’ve 
got to warn Jabba that they’re looking for him.” 

“What’ll happen if the droids reach Jabba?” one biker 
asked. 

Spiker glared. “Listen, pal, Gizz and I aren’t even sup- 
posed to be here. If the droids reach Jabba and he lives to 
tell about it, he’ll feed us to the Sarlacc!” 

“The Sarlacc isn’t going to wrap its tentacles around 
me\” Big Gizz said as he cocked his blaster. “Let’s stop 
those droids!” 
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MISSION 
BRIEFING 


Before you proceed, you must consult the Mission 
Guide for the rules of the STAR WARS MISSIONS. You 
must follow these rules at all times. 

This is a mission for creatures with allegiance to Jabba 
the Hutt. 

You are an alien member of Jabba the Hutt’s gang. After 
a small group of droids has attacked the Mos Eisley can- 
tina, they demand directions to Jabba’s palace. Although 
you do not know the purpose of their mission, you suspect 
the droids may want to kill Jabba. You do not know where 
the droids came from or the identity of their owner. If you 
can uncover any details about the droids’ mission, it may 
help you to stop them. 

Your goal is to destroy the droids and to warn Jabba of 
a possible attack on his palace. To reach Jabba’s palace, 
you will have to ride your swoop through the Jundland 
Wastes and over the Western Dune Sea. If you fail and the 
droids reach Jabba, your boss will not be pleased and he 
will probably take you to the Great Pit of Carkoon and feed 
you to the Sarlacc creature. 

You start this mission with your MP total from your pre- 
vious Mission (or 1000 MP if this is your first Mission). 

Choose your character. You can use no more than four 
weapons (including a blaster rifle and a laser pistol) and 
three vehicles (one must be for space travel and another 
for land). You can use Power three times on this Mission. 


Good luck. 
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YOUR MISSION: 
SHOWDOWN IN 
Mos EISLEY 


Unholstering your weapon, you enter the back room of 
the cantina. Clutching their musical instruments, Figrin 
D’an and the Modal Nodes nearly crash into you as they 
race for the cellar stairs. The band is being pursued by one 
of the ASP-7s — a tall, menacing droid who has to turn his 
wide torso sideways in order to pass through the doorway. 

Figrin D’an and the Modal Nodes is one of Jabba the 
Hutt’s favorite bands. Jabba would be displeased if any- 
thing bad happened to the five Bith musicians. 

One of the band members turns, swinging his valved in- 
strument like a weapon at the ASP-7. The instrument shat- 
ters against the droid’s metal body. The droid raises one 
powerful arm as the musician cringes next to a crate of 
empty mugs. 

Knowing you might not be able to stop the ASP-7 witha 
single blast, you have to rescue this musician before you 
can attempt to defeat the droid. Choose to distract the 
ASP-7 or pull the musician out of harm’s way. 


To distract the ASP-7 (without Power): Add your stealth# 
to your strength# for your confront#. Roll the 6-dice to throw 
an empty mug at the ASP-7’s head. 


If your confront# is equal to or more than your roll, add 
the difference to your MP total. The mug shatters 
against the ASP-7’s head, causing it to take a step back- 
ward. The musician escapes. You may now proceed. 


If your confront# is less than your roll, subtract the dif- 
ference from your MP total. The empty mug slips from 
your fingers. You must now pull the Bith musician away 
from the droid (below). 
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To distract the ASP-7 (using Power)*: Choose your Con- 
fusion Power. Your stealth# + your Power’s mid-resist# + your 
Power# is your confront#. You maneuver to dizzy the droid into 
confusion. Roll the 6-dice. 


If your confront# is equal to or more than your roll#, add 
the difference +4 to your MP total. The ASP-7 stum- 
bles backward, allowing the musician to duck and run. 
You may proceed. 


If your confront# is less than your roll#, subtract the dif- 
ference from your MP total. The ASP-7 is not dis- 
tracted. You must pull the musician away from the 
droid (below). 


*Note: This counts as one of three Power uses you are al- 
lowed on this Mission. 


To pull the musician out of harm’s way: Your strength# 
+1 is your confront#. Roll the 6-dice to grab hold of the Bith’s 
nimble arms and yank him away from the droid. 


If your confront# is equal to or more than your roll#, add 
the difference to your MP total. You rescue the musi- 
cian as the ASP-7’s arm crashes down upon the floor. 
You may now proceed. 


If your confront# is less than your roll#, subtract the dif- 
ference from your MP total. Repeat this confront until 


you have rescued the musician. Then you may proceed. 


In his own language, the Bith musician mumbles 
“Thanks!” As he scurries after his friends in the cellar, the 
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ASP-7 turns to you. You must fight, either with a weapon or 
using your strength. 


To fight the ASP-7 with a weapon: Choose your weapon. 
Add your weaponry# to your weapon’s close-range# for your 
confront#. Roll the 6-dice to shoot the ASP-7 in the head. 


If your confront# is equal to or more than your roll, add 
the difference +6 to your MP total. The blast tears the 
ASP-7’s head off his shoulders. You may now proceed. 


If your confront# is less than your roll#, subtract the dif- 
ference from your MP total. Now add +5 to your con- 
front# for your new confront#. Roll the 12-dice to 
take another shot at the ASP-7’s head. 


If your new confront# is equal to or more than your 
rol##, add the difference to your MP total. The 
droid’s head shatters and you may proceed. 


If your new confront# is less than your roll, subtract 
the difference from your MP total. Repeat this con- 
front with your new confront# until you have shot 
the droid in the head. Once you have defeated the 
ASP-7, you may proceed. 


To fight the ASP-7 with strength: This isn’t going to be 
easy — hopefully size doesn’t matter. Your strength# + your 
stealth# +3 is your confront#. Roll the | 2-dice. 


If your confront# is equal to or more than your roll#, add 
the difference +10 to your MP total. The bigger they 
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are, the harder they fall. You knock the droid’s head off 
with a mighty punch. 


If your confront## is less than your roll, subtract the dif- 
ference from your MP total. Nice try — but it feels like 
you're hitting a wall. You’d better use a weapon (above). 


The headless body of the ASP-7 topples to the floor. A 
small metal ball rolls out of the droid’s left appendage claw. 
The ball is a thermal detonator. 

“Detonator!” you shout, warning the others. “Dive for 
cover!” 

If you can leap through the doorway and into the main 
room of the cantina, you will avoid the blast. Since you are 
wearing enough body armor to survive the explosion, you 
could also throw your body down on top of the thermal 
detonator. By absorbing the blast, you might save your fel- 
low bikers. 

Choose to leap away from or throw yourself on top of 
the detonator. 


To leap away: Your stealth# + your strength# +3 is your 
confront#. Roll the |2-dice to dive away from the thermal det- 
onator, into the main room. 


If your confront# is equal to or more than your roll, add 
the difference +3 to your MP total. You have escaped 
the blast and may now proceed. 

If your confront# is less than your roll, subtract the dif- 


ference from your MP total. You stumbled. You have no 
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choice but to throw your body down upon the ther- 
mal detonator (below). 


To throw yourself upon the thermal detonator: Your 
strength# +2 is your confront#. Roll the 6-dice to fall upon the 
lethal metal ball. If any of the other bikers survive, you hope they 
will tell Jabba of your bravery. 


If your confront# is equal to or more than your roll#, add 
the difference to your MP total. The explosion lifts you 
off the floor but your body armor absorbs most of the 
blast. You may now proceed. 


If your confront# is less than your roll, you’ve failed to 
smother the detonation. The explosion hits before you 
land — propelling you backward. Roll the 12-dice and 
subtract the roll# from your MP total. Subtract +1 
from your strength# for the rest of this Mission. 
Slightly injured, you proceed. 


Despite your efforts to warn or protect the other mem- 
bers of your swoop gang, you are the only biker who was 
not knocked out by the blast. You were lucky to escape, but 
at least your friends are still alive. It is a good thing the bik- 
ers are all strong aliens. Any human would have perished in 
the explosion. 

The main room of the cantina is in chaos. The two 
other ASP-7s are swinging their arms through the air, send- 
ing various aliens crashing into the walls. You posi- 
tion yourself so the two ASP-7s are lined up directly in 
front of you. 
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Choose to combat both ASP-7s at once, or one at a time. 
If you choose to combat them one at a time, you can 
choose to aim with or without Power. 


To combat both ASP-7s at once: Choose your weapon. 
Add your weaponry# to your weapon’s close-range# +4 for 
your confront#. Roll the 12-dice to fire a shot that will blast 
through both ASP-7s. 


If your confront# is equal to or more than your roll#, add 
the difference +8 to your MP total. The blast tears 
through the first ASP-7 and strikes the second droid. 
You may now proceed. 


If your confront# is less than your roll##, subtract the dif- 
ference from your MP total. The droids move out of 
position and you miss the shot. You must now proceed 
to combat the ASP-7s one at a time (below). 


To combat one ASP-7 at a time (using Power)*: Choose 
your weapon and your Aim Power. Your weaponry# + your 
weapon’s mid-range# + your Power’s low-resist# + your 
Power# is your confront#. Roll the 6-dice. 


If your confront# is equal to or more than your roll, add 
the difference to your MP total. The ASP-7 ruptures 
and collapses on the cantina floor. Repeat this confront 
to combat the second ASP-7. When you have defeated 
both ASP-7s, you may proceed. 


If your confront# is less than your roll, subtract the dif- 
ference from your MP total. Repeat this confront until 
you have defeated both ASP-7s. 
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*Note: This counts as one of three Power uses you are al- 
lowed on this Mission. 


To combat one ASP-7 at a time (without Power): 
Choose your weapon. Add your weaponry# to your weapon’s 
mid-range# for your confront#. Roll the 6-dice to shoot the 
nearest droid. 


If your confront# is equal to or more than your roll#, add 
the difference +6 to your MP total. The ASP-7 ruptures 
and collapses to the cantina floor. Repeat this confront 
to combat the next ASP-7. When you have defeated 
both ASP-7s, you may proceed. 


If your confront# is less than your roll, subtract the dif- 
ference from your MP total. Now add +1 to your con- 
front# for your new confront#. Roll the 12-dice to 
combat the ASP-7. 


If your new confront# is equal to or more than your 
rolH##, add the difference to your MP total. When 
you have defeated both ASP-7s, you may proceed. 


If your new confront# is less than your roll, subtract 
the difference from your MP total. These ASP-7s 
are getting on your nerves. Repeat this confront 
with your new confront# until you have defeated 
both ASP-7s, then you may proceed. 


You have defeated three armed and dangerous Industrial 
Automaton ASP-7s. Add 20 MP to your MP total (30 MP for Ad- 
vanced Level players). 
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Scanning the room for the black 1-2 unit or the green- 
domed astromech, you spot the two droids hurrying out 
the front door. The floor is littered with broken furniture 
and the bodies of unconscious aliens. Stepping forward, 
your passage is blocked by Wuher, the burly human bar- 
tender. 

“Where do you think you’re going?” Wuher snarls. 
“Somebody has to pay for this mess!” 

Choose to talk your way past the bartender or to toss 
him over the bar. If you choose to talk, you can do so with 
or without Power. 


To talk your way out (with Power)*: Choose your De- 
ception or Persuasion Power. Your Power’s low-resist# + your 
charm# + your Power# is your confront#. Tell the bartender 
that the mess is mostly his fault and that he should start clean- 
ing up. Roll the 6-dice to see if he obeys your command. 


If your confront# is equal to or more than your roll#, add 
the difference +5 to your MP total. The bartender 
walks over to the broom closet. You may proceed. 


If your confront# is less than your roll, subtract the dif- 
ference from your MP total. The bartender laughs at 
your feeble attempt to trick him. You must talk your 
way Out without using any Power or throw him over 
the bar (below). 


*Note: This counts as one of three Power uses you are al- 
lowed on this Mission. 
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To talk your way out (without Power): Your charm# +2 is 
your confront#. Roll the 6-dice to remind the bartender that 
you work for Jabba. 


If your confront# is equal to or more than your rolH#, add 
the difference +6 to your MP total. The bartender 
apologizes, realizing he never should have yelled at one 
of Jabba’s employees. You may now proceed. 


If your confront# is less than your roll#, subtract the dif- 
ference from your MP total. Not impressed by your 
claim, the bartender insists you pay immediately. You 
must toss the bartender over the bar (below). 


To toss the bartender over the bar: Your strength# +1 is 
your confront#. Roll the 6-dice to lift Wuher off his feet and 
throw him to the other side of the bar. 


If your confront# is equal to or more than your roll, add 
the difference +2 to your MP total. Wuher lands on the 
side of the counter where he should have stayed. You 
may now proceed. 


If your confront# is less than your roll##, subtract the dif- 
ference from your MP total. Wuher is heavier than you 
thought. He also smells bad. Add +1 to your confront# 
for your new confront#. Roll the 6-dice again to toss 
the unruly bartender. 


If your new confront# is equal to or more than your 


rol##, Wuher lands in an ugly sprawl behind the bar. 
You may now proceed. 
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If your new confront# is less than your roll#, subtract 
the difference from your MP total. Repeat this con- 
front with your new confront# until Wuher is 
tossed aside. Then you may proceed. 


Dodging fallen bodies all the way to the lobby, you 
nearly trip over Twitch. You reach down to his rock-hard 
throat and check his pulse. As your fingers touch his neck, 
Twitch tries to grab your wrist. 

“Don’t hit me, Twitch!” you yell. “It’s me!” 

“Where's the droid that hit me?” Twitch snarls. “Let me 
at him!” Twitch clumsily rises from the floor. 

With Twitch following, you race out of the cantina and 
into the street. Hearing a mechanical beep to your left, you 
turn to see the green-domed astromech standing next to a 
row of parked swoops. The astromech has inserted one of 
his maintenance appendages into a swoop’s nav computer. 
Above the droid’s dome, an extended broadband antennae 
slowly rotates. 

It appears the droid is accessing and transmitting infor- 
mation from the nav computer to another location. The 
swoop’s nav computer contains directions to Jabba’s 
palace. You must shoot the droid before it accesses Jabba’s 
location. 


To shoot the green-domed astromech (without Power): 
Choose your weapon. Add your weaponry# to your weapon’s 
mid-range# for your confront#. Roll the 6-dice to blast the 
droid’s dome to smithereens. 


If your confront# is equal to or more than your roll#, 
add the difference +3 to your MP total. The droid’s 
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dome explodes in a shower of sparks, and you may 
proceed. 


If your confront# is less than your roll#, subtract the dif- 
ference from your MP total. Repeat the confront until 
you have destroyed the droid. 


To shoot the green-domed astromech (using Power)*: 
Choose your weapon and your Aim Power. Your weaponry# + 
your weapon’s mid-range# + your Power’s low-resist# + your 
Power# is your confront#. Roll the 6-dice. 


If your confront# is equal to or more than your roll#, add 
the difference to your MP total. The droid’s dome ex- 
plodes in a shower of sparks, and you may proceed. 


If your confront# is less than your roll, subtract the dif- 
ference from your MP total. Repeat this confront until 
you have destroyed the droid. 


*Note: This counts as one of three Power uses you are al- 
lowed on this Mission. 


Twitch lets loose a horrendous yowl. “Somebody stole 
my swoop!” he shouts. “It was probably that evil 1-2 
unit.” 

Ignoring Twitch, you examine the remaining swoops. 
“It looks like the astromech was assessing information 
from our nav computers. The thing had its antennae stick- 
ing out, so it might have transmitted the information before 
we destroyed it.” 

Twitch bends to examine one of the swoops. “That 
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lousy droid did more than search this computer. Look at 
the viewscreen — it’s fused!” 

A quick check confirms that the astromech has man- 
aged to disable all of the swoop bikes. “How are we going 
to get back to warn Jabba?” Twitch wonders aloud. 

Gazing across the dirt road, you see an Ithorian sift- 
ing through the community junkpile. “Hey, Hammerhead!” 
you call to the Ithorian. “Did you see a 1-2 riding a 
swoop?” 

The Ithorian looks up from his collection of found ob- 
jects and nods his wide head. Pointing a long arm up the 
street, he answers, “Yes. He went that way.” 

Turning to Twitch, you say, “The 1-2 might return to 
check on the droids in the cantina. You wait here while I try 
finding him. I'll be right back.” 

Running eastward, you stop at Spaceport Speeders, a 
used vehicles lot. The salesman is a three-eyed Gran, and 
you ask him whether he has seen a 1-2 unit riding a swoop. 
He tells you he saw one flying toward Docking Bay 94, just 
minutes ago. 

At the entrance to Docking Bay 94, a tall LE-VO law en- 
forcement droid stands guard. The droid is blocking the 
stairway that leads down to the docking bay. The skeletal 

LE-VO carries a blaster rifle. 
LE-VOs always set their weapons on stun, but you are 
close enough to notice that this LE-VO’s blaster rifle is set 
to kill. Stepping toward the droid, it turns its buglike head 
to face you. 

You can either talk your way past or combat the LE-VO. 
If you choose combat, you must fight with your bare hands. 
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Blaster fire makes too much noise, and you do not want to 
draw any unnecessary attention. 


To talk your way past the LE-VO (without Power): Your 
charm# +1 is your confront#. Roll the 6-dice to tell the droid 
that a number of humans are trashing a power droid in front of 
the customs building. 


If your confront# is equal to or more than your roll, add 
the difference +4 to your MP total. The LE-VO believes 
you and rushes out to save the power droid. The 
LE-VO.leaves for the customs building and you may 
proceed. 


If your confront# is less than your roll, subtract the dif- 
ference from your MP total. The LE-VO knows better 
than to fall for such a ruse. He raises his rifle, and now 
you must combat him (below). 


To talk your way out (using Power)*: Choose your Per- 
suasion Power. Your charm# + your Power’s mid-resist# + your 
Power# is your confront#. Roll the 6-dice to tell the droid that 
a number of humans are trashing a power droid in front of the 
customs building. 


If your confront# is equal to or more than your roll#, add 
the difference +2 to your MP total. The LE-VO believes 
you and rushes out to save the power droid. You may 
proceed. 


If your confront# is less than your roll#, subtract the dif- 
ference from your MP total. The LE-VO isn’t going to 
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fall for the old “there’s a power droid being attacked” 
routine — he raises his rifle and prepares to shoot. 
You must combat him (below). 


*Note: This counts as one of three Power uses you are al- 
lowed on this Mission. 


To combat the LE-VO: Add your strength# to your 
stealth# +3 for your confront#. Roll the |2-dice to grab the 
LE-VO’s blaster rifle and ram it through his central motivator. 


If your confront# is equal to or more than your rol##, add 
the difference +5 to your MP total. The blaster rifle 
smashes through the LE-VO’s sternum, cutting off the 
power to the droid’s circuits. Placing the droid quietly 
on the ground, you then proceed. 


If your confront# is less than your roll, subtract the dif- 
ference from your MP total. Now add +2 to your con- 
front# for your new confront#. Roll the |2-dice again 
to make another jump at the LE-VO. 


If your new confront# is equal to or more than your 
roll, add the difference to your MP total. The 
LE-VO is out of commission. You place it quietly on 
the ground and proceed. 


If your new confront# is less than your roll, subtract 
the difference from your MP total. Repeat this con- 
front with your new confront# until you have shut 
down the droid. Once the LE-VO is on the ground, 
you may proceed. 
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The docking bay’s stairway appears to be carved into 
the rocky ground. Moving down the stairs, you reach the 
lower level. Peering around a corner, you find a massive, 
rust-covered drone barge filling the docking bay. 

The black 1-2 unit, Forwun, stands under the drone 
barge’s aft landing skis. Twitch’s swoop hangs in the air 
next to the droid. Two other automatons, a pair of battered 
K4 security droids, stand beside some fuel storage contain- 
ers. The K4 watch as Forwun adjusts the controls of the 
Swoop. 

“Did you learn the location of Jabba’s palace, Forwun?” 
the first K4 droid asks. 

“Yes,” Forwun replies. “The astromech found the loca- 
tion in a swoop’s nav computer, then transmitted the infor- 
mation to me.” 

“Is this swoop for our mission?” the second K4 droid in- 
quires. 

“We'll use it as a scout vehicle to approach Jabba’s 
palace,” Forwun answers. “The drone barge will attract too 
much attention, and we don’t want EV-9D9 to know we're 
coming.” 

The droid’s words catch you by surprise. You wonder, 
What do they want with EV-9D9? 

Suddenly, Forwun spots you and calls out, “Intruder 
alert!” 

Forwun does not appear to be carrying any weapons. 
He runs for the drone barge landing ramp while the two K4 
droids raise their thin metal arms, aiming their blaster rifles 
in your direction. Choose to combat both K4 droids at once 
or one at a time. 
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To combat both K4 droids at once: Choose your weapon. 
Add your weaponry# to your weapon's far-range# for your 
confront#. Roll the 6-dice to shoot a fuel storage container and 
blow the two K4s out of the docking bay. 


If your confront# is equal to or more than your roll#, add 
the difference +7 to your MP total. The fuel storage 
container explodes and the two K4 droids are torn 
apart. You may now proceed. 


If your confront# is less than your roll, subtract the dif- 
ference from your MP total. You missed the shot and 
the droids move away from the storage container. You 
must proceed to combat the K4 droids one at a time 
(below). 


To combat the K4 droids one at a time: Choose your 
weapon. Add your weaponry# to your weapon’s mid-range# for 
your confront#. Roll the 6-dice to shoot the first K4 droid. 


If your confront# is equal to or more than your roll#, add 
the difference to your MP total. Your blast fries every 
circuit in the K4. Repeat this confront to combat the 
second K4. After you have defeated both K4 droids, 
you may proceed. 


If your confront# is less than your roll, subtract the dif- 
ference from your MP total. Now subtract +1! from 
your confront# for your new confront#. Roll the 6- 
dice to combat the K4. 


If your new confront# is equal to or more than your 
rolH#, add the difference to your MP total. Repeat 
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this confront to combat the second K4. After you 
have defeated both K4 droids, you may proceed. 


If your new confront# is less than your roll, subtract 
the difference from your MP total. Repeat this con- 
front with your new confront# until you have de- 
feated both K4s. Once you have knocked them 
both to the floor, you may proceed. 


Quickly checking your weapons, you realize you are 
low on power. You will have to recharge them before you 
run into any more of these menacing automatons. Looking 
away from the ruined K4 security droids, you try locating 
Forwun. 

Before you can react, a tall ASP-19 comes clanking 
down the landing ramp. You are not an expert regarding 
droids, but you can tell this ASP-19 has been heavily modi- 
fied. It wears bulky armor plating and is loaded with nu- 
merous weapons. 

Even with a fully powered blaster, this ASP-19 looks 
like a very tough opponent. You have to find a way to 
recharge your weapons. There is a machine shop in the 
docking bay, and you run to the door. If you are lucky, there 
will be a power terminal there. 

Racing into the shop room, you slam the metal door be- 
hind you. Turning to lock the door, you find that the lock is 
broken. 

The machine shop does not have any windows. You 
must prevent the ASP-19 from entering. 


To secure the machine shop door: Add your skill# to 
your strength# for your confront#. Roll the 6-dice to break a 
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leg off a worktable, then brace the leg between the metal door 
and the dirt floor. 


If your confront# is equal to or more than your roll, add 
the difference to your MP total. The table leg braces 
the door and you may now proceed. 


If your confront# is less than your roll, subtract the dif- 
ference from your MP total. Repeat the confront until 
you have secured the door. Then you may proceed. 


The ASP-19 begins pounding on the door, and you can 
see that the brace will not hold for long. Scanning the 
room, you notice a power terminal built into the wall. Mov- 
ing fast, you use the terminal to recharge your weapons. 

While your weapons recharge and the ASP-19 hammers 
at the door, you spot a rusty toolbox on the dirty floor. In 
the toolbox, you find an old macrofuser, a small welding 
tool designed for heavy-duty repairs of complex metals. 
The macrofuser is just what you need to stop the ASP. 


To electrify the machine shop door: Your skill# +2 is your 
confront#. Roll the 6-dice to fuse a cable from the power ter- 
minal to the metal door. 


If your confront# is equal to or more than your roll#, add 
the difference +3 to your MP total. The cable is se- 


cured to the door and you may now proceed. 


If your confront# is less than your roll##, subtract the dif- 
ference from your MP total. You dropped the macro- 
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fuser on the floor. Repeat the confront until you have 
secured the cable to the door. 


“Stop pounding the door!” you shout at the droid out- 
side the machine shop. “I surrender! I’m coming out!” Much 
to your surprise, the ASP-19 stops hitting the door. After 
waiting a few seconds, you add, “Hey, you must have 
jammed the door — I can’t open it. Maybe you can do it?” 

From within the machine shop, you hear an ASP’s 
metallic hand touch the wired door. At that moment, you 
grip the switch on the power terminal and shut your eyes. 


To electrocute the ASP-19: Your skill# +1 is your con- 
front#. Roll the 6-dice to throw the switch and fry the ASP-19. 


If your confront# is equal to or more than your roll, add 
the difference +7 to your MP total. Electric blue flame 
flashes from the terminal as the power current travels 
through the door, jolting the droid with a massive 
shock. You may now proceed. 


If your confront# is less than your roll#, subtract the dif- 
ference from your MP total. The switch is stuck. You 
must add your strength# to your confront# for your 
new confront#. Roll the 6-dice again to try throwing 
the switch. 


If your new confront# is equal to or more than your 
rol##, add the difference to your MP total. The air is 
filled with the smell of fused metal as the droid’s 
circuits are fried. You may now proceed. 


If your new confront# is less than your roll, subtract 
the difference from your MP total. Repeat this con- 
front with your new confront# until you have 
thrown the power terminal switch. Once you have 
fried the ASP-19, you may proceed. 


Switching off the power terminal, you grab your weapons 
and remove the metal brace from the door. Stepping out of 
the doorway, you nearly trip over the smoldering, motion- 
less body of the electrocuted ASP-19. 

You cannot see Forwun anywhere in the docking bay. 
Thinking he may have entered the drone barge, you look 
toward the landing ramp and see that it has retracted into 
the ship. Then you notice that the stolen swoop is missing. 

Suddenly, the drone barge’s engines thunder to life. An 
intense blast of heat explodes from the ship’s forward ex- 
hausts, sending you running backward. 

A blast from the barge’s aft exhausts will destroy the 
swoop and landspeeder. Unless you move fast, another 
fiery blast from the barge could fry you, too. 

You could return to the protective cover of the machine 
shop, but if you can see the drone barge launch, you might 
be able to guess its flight path. Glancing toward the stair- 
way, you decide to make a run for it. 


To escape Docking Bay 94: Add your stealth# to your 
strength# for your confront#. Roll the 6-dice to run for the 
stairs. 

If your confront# is equal to or more than your roll, add 


the difference to your MP total. As the ship fires all of 
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its thrusters, you reach the stairway and leap the steps 
three at a time. You may now proceed. 


If your confront# is less than your roll, subtract 10 MP 
from your MP total. You were slightly singed by a 
blast of heat, but you made it up the stairs. You may pro- 
ceed. 


As you run from the stairway, you cast a glance upward. 
The immense drone barge rises slowly from Docking Bay 
94, then turns toward the Western Dune Sea. 

The drone barge is probably heading for Jabba’s palace. 
There may be dozens or even a hundred droids on board. 
Luckily, such transport vessels are not known for their 
speed. It will take the barge some time to reach the palace, 
so Twitch’s stolen swoop becomes your immediate con- 
cern. 

You assume that Forwun escaped on the swoop, flying 
ahead to plan an assault on Jabba’s palace. The swoop 
must be stopped, but you do not have a vehicle. Suddenly, 
you remember Spaceport Speeders. 

When the Gran salesman sees you running toward his 
used vehicle lot, he yells, “Hey! A droid just swooped by 
here a minute ago!” 

“Then I need a vehicle to go after him,” you answer. 
Catching your breath, you quickly survey the selection of 
swoops and landspeeders. 

“Well, as you can see,” the Gran beings his pitch, “I have 
a number of...” 

Ignoring the Gran, you make your choice. 


To take a vehicle: Choose a vehicle (it must be a land ve- 
hicle). Add your skill# to your vehicle’s speed# for your con- 
front#. Roll the 6-dice to race away from the used vehicle lot. 


If your confront# is equal to or more than your roll, add 
the difference to your MP total. The Gran yells, shaking 
his fist in rage as you speed off the lot. You may now 
proceed. 


If your confront# is less than your roll#, subtract the dif- 
ference from your MP total. The Gran grabs hold of 
your arm — you must shake him off before you can 
speed away (below). 


To shake the Gran off: Your strength# +1! is your con- 
front#. Roll the 6-dice. 


If your confront# is equal to or more than your roll, the 
Gran goes tumbling backward. You can now make a 
clean getaway. 


If your confront# is less than your roll, subtract the dif- 
ference from your MP total. The Gran is still holding 
on. Repeat this confront until you are free from his 


grip. 


“Send the bill to Jabba the Hutt!” you shout back to the 
Gran. As you approach the cantina, Twitch waves you over 
to the side of the road. 

“What took you so long?” Twitch snarls. “A droid just 
zoomed by on my swoop! If you had gotten here sooner, we 
could have stopped him.” 
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“The droids are sending a scout ahead to Jabba’s 
palace,” you answer. “Was the swoop piloted by the 1-2 
droid?” 

“Tt was traveling too fast for me to get a good look.” 
Twitch points one of his stony fingers at a nearby street. “It 
went that way. If we go now, we might catch up with it.” 

Before you can say anything, Twitch hops onto your ve- 
hicle. Fortunately, the vehicle supports his additional 
weight. 

“What are you waiting for?” Twitch snaps. “Go!” 

The streets are congested with pedestrians. If you ad- 
just your repulsorlift controls, you can fly over the space- 
port city and sight the fleeing droid from above. 

To locate the droid on the swoop, you must either fly 
above Mos Eisley or through the city streets. 


To fly above the spaceport: Add your vehicle’s speed# to 
your vehicle’s distance#| for your confront#. Roll the 6-dice to 
soar high over Mos Eisley spaceport. 


If your confront# is equal to or more than your roll, 
add the difference to your MP total. Flying above the 
highest buildings, you spot the swoop heading out 
of the western edge of the city limits. You may now 
proceed. 


If your confront# is less than your roll, subtract the dif- 
ference from your MP total. Your repulsorlift engines 
strain at the extra weight of Twitch. Too bad | had to 
pick up Twitch, you think. You will have to locate the 
droid at street level (below). 
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To fly at street level: Add your vehicle’s speed# to your ve- 
hicle’s stealth# for your confront#. Roll the 6-dice to race 
through the streets of Mos Eisley. 


If your confront# is equal to or more than your roll, add 
the difference to your MP total. Twitch sights the droid 
and urges you to turn west toward the city limits. Good 
thing | picked up Twitch, you think. You may now pro- 
ceed. 


If your confront# is less than your rol, subtract the dif- 
ference from your MP total. You nearly collide with a 
gigantic ronto. Subtract +1 from your confront# for 
your new confront#. Roll the 6-dice again to locate the 
droid’s swoop. 


If your new confront# is equal to or more than your 
rol##, you locate the swoop and may now proceed. 


If your new confront# is less than your roll, subtract 
the difference from your MP total. Repeat this con- 
front with your new confront# until you have 
sighted the droid. Once you have sighted it, you 
may proceed. 


The swoop blasts out of Mos Eisley’s city limits and 
races toward the mountain range of the Jundland Wastes. 
Gaining on the swoop, you see that the pilot is the 1-2 unit 
named Forwun. The droid rotates his head and looks in 
your direction. 

“Can we stop him?” Twitch asks. 

“It’s not going to be easy,” you answer. “He’s heading 
into Beggar’s Canyon. Let me handle the flying, and you 
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keep watch for the drone barge. We don’t want to be run- 
ning into any more droids.” 

Forwun hunches down low behind his swoop’s handle- 
bars and accelerates. His swoop veers sharply down a 
rocky ravine. 

“We’re losing him!” Twitch shouts. “Go faster!” 


To increase your speed: Your vehicle’s speed# +3 is your 
confront#. Roll the 12-dice to match the speed of Forwun’s 
swoop. 


If your confront# is equal to or more than your roll#, add 
the difference to your MP total. Gripping the controls, 
you descend upon the swoop like a bird of prey. You 
may now proceed. 


If your confront# is less than your roll#, subtract the dif- 
ference from your MP total. You almost crashed into a 
boulder. Repeat this confront until you have caught up 
with the droid’s swoop. 


The canyon walls whip past your swoop as you pursue 
the droid, tearing dangerously along the course of an an- 
cient riverbed. The bottom of your vehicle is nearly scrap- 
ing its own shadow along the canyon floor. 

As you enter a narrow pass, you see an opportunity to 
take the droid. Easing your grip on your vehicle's controls, 
you turn to Twitch. “Hang on!” you shout over the loud roar 
of your vehicle's engine. 

To stop the droid, choose to ram his swoop with your 
vehicle, leap from your vehicle, and knock him from his 
swoop, or fire upon him with your weapon. 
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To ram the droid’s swoop: Your vehicle’s stealth# +1 is 
your confront#. Roll the 6-dice to drive your swoop directly 
into the back of the droid’s swoop. 


If your confront# is equal to or more than your roll, add 
the difference +5 to your MP total. Slamming into the 
back of the swoop, you send the droid flying out of his 
seat and onto the ground. You may now proceed. 


If your confront# is less than your roll, subtract the dif- 
ference from your MP total. The droid evaded your at- 
tack. You must now proceed to leap from your vehicle 
and knock the droid off his swoop (below). 


To leap and knock the droid off his swoop: Your 
strength# +1 is your confront#. Twitch takes control of your ve- 
hicle. Roll the 6-dice to leap out at the droid. 


If your confront# is equal to or more than your roll#, add 
the difference +6 to your MP total. You tackle the 
droid and knock him out of his seat. You roll to 
the ground and come up standing. You may now pro- 
ceed. 


If your confront# is less than your roll#, subtract the dif- 
ference from your MP total. The droid accelerates and 
you miss your chance to jump. You must now try to 
shoot the droid (below). 


To shoot the droid: Add your vehicle’s weaponry# to your 


weaponry# for your confront#. Roll the 6-dice to shoot the 
droid. 
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If your confront# is equal to or more than your roll#, add 
the difference +3 to your MP total. The power of the 
blast knocks the droid from the swoop. You may now 
proceed. 


If your confront is less than your roll, subtract the differ- 
ence from your MP total. You missed the shot. Add +4 
to your confront# for your new confront#. Roll the 
|2-dice to fire another blast at the droid. 


If your new confront# is equal to or more than your 
rol#, add the difference to your MP total. You have 
knocked the droid off his swoop and may proceed. 


If your new confront# is less than your rol##, subtract 
the difference from your MP total. Repeat this con- 
front with your new confront# until you have shot 
the droid. Once the droid is knocked off his 
swoop, you may proceed. 


You have survived a daring pursuit of the droid Forwun. Add 
30 MP to your MP total (45 MP for Advanced Level players). 


Forwun smashes against the ground, rolling and clank- 
ing against the rock-strewn surface as the swoop continues 
on without him. Seconds later, the swoop’s automatic sen- 
sors kick in and the vehicle slows to a stop. 

Your own swoop circles Forwun, then parks near the 
fallen droid. Walking carefully, you and Twitch approach 
the battered Forwun. The droid is not moving. Twitch 
plants one foot on the droid’s back, grabs hold of his left 
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arm, and pulls hard. Forwun does not make a sound as his 
left arm is torn out of its wiry socket. 

Twitch holds the black metal arm, shaking it menacingly 
at Forwun. “That'll teach you to steal a biker’s swoop!” 

The noise of the swoop chase is still ringing in your 
head. Barely hearing what Twitch just said, you can see 
he’s about to make a bad situation even worse. 

“Knock it off, Twitch!” you shout. “Jabba is going to 
want to question this droid, and it won’t be any good if you 
pull him apart.” 

Twitch narrows his mean eyes, contemplating the bro- 
ken left arm. “You don’t have to shout,” Twitch replies, ca- 
sually tossing the arm so that it smashes against the canyon 
wall. “And I don’t have to listen! I’m tired of you telling me 
what to do!” 

Twitch steps forward. By the manic look in his eyes, you 
can tell the foolish rock-head is spoiling for a fight. 

“Back off, Twitch,” you caution. 

“Make me!” snaps the alien. 

It is not unusual for Twitch to pick a fight with a fellow 
biker, but he has never picked a fight with you before. You 
can evade or combat him, with or without a weapon. If you 
choose to evade, choose with or without Power. 


To evade Twitch (with Power)*: Choose your Evasion 
Power. Your Power# + your Power's low-resist## + your 
stealth# is your confront#. Twitch lunges and you attempt to 
dodge him. Roll the 6-dice. 


If your confront# is equal to or more than your roll#, add 
the difference +6 to your MP total. You step aside just 
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as Twitch has reached full speed. He can’t stop — and 
crashes headfirst into the canyon wall. You may now 
proceed. 


If your confront# is less than your roll, subtract the dif- 
ference from your MP total. You can’t dodge Twitch — 
you must fight, either with a weapon or hand to hand 
(below). 


*Note: This counts as one of three Power uses you are al- 
lowed on this Mission. 


To evade Twitch (without Power): Your stealth# +1 is 
your confront#. Roll the 6-dice to dodge the alien brute. 


If your confront# is equal to or more than your roll, add 
the difference +7 to your MP total. Twitch lunges for 
you but you leap away, tricking Twitch into running 
headfirst into the canyon wall. Twitch collapses onto 
the ground and you may now proceed. 


If your confront# is less than your roll, subtract the dif- 
ference from your MP total. Twitch rebounds off the 
canyon wall, turns, and reaches for his weapon. You 
must now combat Twitch, either with a weapon or 
hand to hand (below). 


To combat Twitch with a weapon: Choose your weapon 
and set it to stun. Add your weaponry# to your weapon's close- 
range# -1| for your confront#. Roll the 6-dice to knock out Twitch. 


If your confront# is equal to or more than your roll#, add 
the difference +6 to your MP total. The blast hits 


51 


Twitch squarely in the chest and he collapses to the 
ground. You may now proceed. 


If your confront# is less than your roll, subtract the dif- 
ference from your MP total. The blast only tickled the 
powerful alien. Add +1 to your confront# for your 
new confront#. Roll the 6-dice again to shoot Twitch at 
a more powerful weapon setting. 


If your new confront# is equal to or more than your 
rol#, add the difference to your MP total. Twitch 
is knocked unconscious and falls to the canyon 
floor. 


If your new confront# is less than your rol##, subtract 
the difference from your MP total. Repeat this con- 
front with your new confront# until you have de- 
feated Twitch, then you may proceed. 


To combat Twitch hand to hand: Your strength# + your 
stealth# +5 is your confront#. Roll the 12-dice to take a swing 
at your former buddy. 


If your confront# is equal to or more than your roll, add 
the difference +5 to your MP total. You hit Twitch 
squarely in the chest and he collapses to the ground. 
You may now proceed. 


If your confront# is less than your roll, subtract the 
difference from your MP total. Your blow doesn’t 
make Twitch do anything more than... twitch. He’s 
laughing at you. You must combat him with a weapon 
(above). 
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Stepping away from the fallen Twitch, you inspect the 
damaged droid. As you draw closer to it, the sky suddenly 
goes dark. Wondering what could be blocking the light of 
Tatooine’s twin suns, you gaze upward. 

The immense drone barge looms over the canyon, de- 
scending toward your position. The barge looms large in 
the narrow canyon. 

“Stop where you are!” a loud, inhuman voice booms 
from the barge. “We have you in our sights! One wrong 
move and you're neutralized.” 

Before you can respond, the drone barge projects a 
tractor beam down to the canyon floor. Caught within the 
beam, you are pulled into the air, rising alongside the man- 
gled Forwun. You struggle, trying to escape the beam, but 
your arms are forced outward and you cannot even reach 
your weapons. Gazing down, you see the unconscious 
Twitch, his swoop, and your vehicle remaining on the 
canyon floor. : 

The tractor beam draws you through the barge’s lower 
hatch, placing you and Forwun down upon the greasy 
metal floor. The tractor beam is deactivated and you look 
around, trying to get your bearings in the dark chamber. A 
dozen modified ASP-19s, ten K4 security droids, and three 
astromechs surround you, watching you with their red 
and yellow photoreceptors. Each droid carries numerous 
weapons, and you realize there is little chance of surviving 
an open fight. An ASP-19 aims a blaster at your chest, 
prompting you to raise your hands above your head. 

Pivoting on its three legs, an astromech droid rolls for- 
ward and inspects the one-armed Forwun. The astromech 
beeps a worried question to the 1-2 unit. 
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‘Tll be fine,” Forwun replies in a thin, metallic rasp. 
“How much time before we reach Jabba’s palace?” The as- 
tromech answers with a rapid series of beeps and Forwun 
nods. “Very good. In less than an hour, we will have EV- 
9D9.” 

The droid’s remark causes you to laugh. “If you droids 
think you can reach EV-9D9, you’re kidding yourselves!” 
you warn. “Even with all your toys, Jabba’s security is too 
much for you to handle.” 

Forwun cocks his head, considering this, then turns to 
three K4 security droids. “Lock up this alien prisoner. We 
will use him to gain entry to the palace.” 

The K4 security droids remove your weapons, then lead 
you to asmall cargo hold. Once inside the hold, the droids 
lock the door behind you. 

You must escape the cargo hold. Choose to escape with 
or without Power. 


To escape the cargo hold (with Power)*: Choose your 
Object Movement Power. Your skill## + your Power’s mid- 
resist# + your Power# is your confront#. Roll the 6-dice to un- 
lock the door from the inside. 


If your confront# is equal to or more than your roll##, add 
the difference to your MP total. You are able to move 
the bolt and open the door. You may now proceed. 


If your confront# is less than your roll, subtract the dif- 
ference from your MP total. You are unable to use 
Power to open the lock. You must escape the cargo 
hold without Power (below). 
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*Note: This counts as one of three Power uses you are al- 
lowed on this Mission. 


To escape the cargo hold (without Power): Your skill# +| 
is your confront#. The droids neglected to remove your 
rewiring tools. Roll the 6-dice to get to work on that lock. 


If your confront# is equal to or more than your rol##, add 
the difference to your MP total. Hotwiring the lock is 
child’s play. The cargo hold door opens and you may 
proceed. 


If your confront# is less than your roll, subtract the dif- 
ference from your MP total. You have hotwired the 
wrong circuits. Repeat this confront until you have 
opened the cargo hold door. 


The cargo hold swings open and the three K4 security 
droids jerk their heads to face you — they are clearly sur- 
prised by your quick escape. Standing closest to you, one 
K4 carries your weapons. While the droids are all startled, 
you must combat the closest droid and retrieve your 
weapons. 


To combat the closest droid: Add your strength# to your 
skill# for your confront#. Roll the 6-dice to launch a kick at the 
K4 who carries your weapons. 


If your confront# is equal to or more than your roll#, add 


the difference to your MP total. Your kick connects 
with the droid’s neck, snapping the K4’s head. As the 
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droid falls to the floor, you snatch your weapons and 
proceed. 


If your confront# is less than your rol##, subtract the dif- 
ference from your MP total. Repeat the confront until 
you have defeated the K4 and retrieved your weapons, 
‘then proceed. 


The two other K4 security droids reach for their 
weapons. You must combat the two droids. Choose to com- 
bat them both at once or one at a time. 


To combat both K4 droids at once: Choose your weapon. 
Add your weaponry# to your weapon’s close-range# for your 
confront#. Roll the 6-dice to fire a blast that will ricochet off 
the chest of the first droid and collide with the second droid’s 
head. 


If your confront# is equal to or more than your roll#, add 
the difference +10 to your MP total. Perfect shot! The 
blast ruptures the central servometer of the first 
droid, then smashes the second droid’s metal cranium. 
The droids fall and you may now proceed. 


If your confront# is less than your roll, subtract the dif- 
ference from your MP total. Your blast struck the inte- 
rior wall and rebounded into the ceiling. You must now 
combat one K4 at a time (below). 


To combat one K4 at a time: Choose your weapon. Add 


your weaponry# to your weapon’s close-range# for your con- 
front#. Roll the 6-dice to shoot the first K4. 
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If your confront# is equal to or more than your rolHt, add 
the difference to your MP total. The first K4 is fried. 
Repeat this confront to combat the second K4. When 
you have defeated both K4s, you may proceed. 


If your confront## is less than your roll, subtract the dif- 
ference from your MP total. The droid dodged your 
shot. Add +4 to your confront# for your new con- 
front#. Roll the 12-dice to shoot the droid. 


If your new confront# is equal to or more than your 
roll, add the difference to your MP total. The blast 
fuses the droid’s circuits. Repeat this confront to 
combat the second K4. When you have defeated 
both K4s, you may proceed. 


If your new confront# is less than your rol##, subtract 
the difference from your MP total. Repeat this con- 
front with your new confront# until you have de- 
feated both droids. Then you may proceed. 


Stepping over the scattered remains of the three K4s, 
you move quickly down a dark corridor, trying to find your 
way out of the barge. The metal floors are covered with 
grimy oil and you cling to the walls, trying to keep from 
slipping. Wishing you could see outside, you wonder how 
far the barge has traveled. The sensor-navigated barge ap- 
pears to be without any viewports, but you imagine the ves- 
sel is getting close to Jabba’s palace. 

Spying an emergency exit hatch, you consider escaping 
the barge, then dismiss the idea. If you fail to warn Jabba of 
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the oncoming drone barge, the Hutt’s rancor will have you 
for dinner. 

At the end of the corridor, you turn a corner and find 
yourself in the barge’s autopilot control room. The cham- 
ber is illuminated by hundreds of blinking lights. It con- 
tains a sensor screen and communications equipment. A 
red-domed astromech extends a single maintenance ap- 
pendage into a control panel. The droid’s head rotates, fix- 
ing his red photoreceptor on you. 

Jacked into the barge’s computer, the astromech will be 
able to quickly alert the other droids of your escape. You 
must destroy the astromech, with or without a weapon. 


To destroy the red-domed astromech with a weapon: 
Choose your weapon. Add your weaponry# to your weapon’s 
mid-range# for your confront#. Roll the 6-dice to shoot the as- 
tromech. 


If your confront# is equal to or more than your rol, add 
the difference to your MP total. The astromech’s dome 
explodes in a shower of sparks and you may now pro- 
ceed. 


If your confront# is less than your roll, subtract the dif- 
ference from your MP total. Your weapon has malfunc- 
tioned. You must fight without it (below). 


To destroy the red-domed astromech without a weapon: 
One well-placed kick should do it. Your strength# + your skill# 
is your confront#. Roll the 6-dice to knock the astromech 
senseless. 
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If your confront# is equal to or more than your roll, add 
the difference to your MP total. The astromech’s dome 
flies across the room. The rest of its body stays put. 
You may now proceed. . 


If your confront# is less than your roll, subtract the dif- 
ference from your MP total. Time for another kick. 
Repeat this confront until you have neutralized the 
droid. 


Glancing at the barge’s sensors, you realize the barge is 
within sight of Jabba’s palace. Seizing a comm unit, you 
punch in a secret code, logging onto the frequency for 
Jabba’s security patrol. Grabbing hold of the comm, you 
yell, “There’s a drone barge two kilometers north of the 
palace! Do not, I repeat, do not allow the barge to land!” 

The comm unit explodes in your hand. Falling back- 
ward away from the controls, you look up to see Forwun 
standing in the corridor. Exposed wires hang out of his left 
shoulder socket, but his right hand holds a large-barreled 
blaster. Smoke pours from the blaster. 

“Well, look what just walked in,” you mumble. “I guess 
that red-domed astromech signaled you after all.” 

“The next shot will kill you, alien,” Forwun states, ig- 
noring your remark. “Congratulations on foiling my plan. 
I’m impressed by your lack of fear and your devotion to 
your employer.” 

“You got me all wrong, droid,” you admit. “I'm always 
afraid of what will happen if I disappoint Jabba the Hutt!” 

“Then you know how every droid feels toward its mas- 
ter. Always living in fear!” The droid raises the blaster to 
your head. “Say good-bye to fear, alien...” 
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Suddenly, Forwun is thrown across the chamber as a 
massive explosion rocks the drone barge. You had no idea 
Jabba’s security patrol would react so fast. As impossible 
as it seems, the vessel is already under attack. 

Leaping over Forwun, you run out through the corridor. 
Another blast rattles the ship, and the barge’s repulsorlift 
engines release a mechanical groan under the sudden 
strain of staying aloft. Rounding the corner, you race for 
the escape hatch. 

One of the modified ASP-19s enters the corridor. Seeing 
you, it lurches forward, reaching out with its metal claws. 
Choose to combat the ASP-19 with or without Power. 


To combat the ASP-19 (with Power)*: Choose your Ob- 
ject Movement Power. Your Power’s mid-resist## + your 
strength# + your Power# is your confront#. Roll the 6-dice to 
swing a nearby pipe to crush the ASP-19’s photoreceptor. 


If your confront# is equal to or more than your roll, add 
the difference +5 to your MP total. Concentrating on 
the ASP-19’s single photoreceptor, you crush it to 
powder. Unable to see, the droid stumbles into the 
wall and you may proceed. 


If your confront# is less than your roll#, subtract the dif- 
ference from your MP total. Another explosion wracks 
the ship, causing you to miss your target. The pipe 
drops and you must combat the ASP-19 without 
Power (below). 


*Note: This counts as one of three Power uses you are al- 
lowed on this Mission. 
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To combat the ASP-19 (without Power): Choose your 
weapon. Add your weaponry# to your weapon’s close-range# 
+5 for your confront#. Roll the 12-dice to blast the ASP-19 to 
the far end of the corridor. 


If your confront# is equal to or more than your roll, add 
the difference +8 to your MP total. The ASP-19’s head 
detonates in a fireball as the droid is hurled backward 
by the blast. You may now proceed. 


If your confront# is less than your roll#, subtract the dif- 
ference from your MP total. Another explosion causes 
you to lose your balance and miss the shot. Repeat this 
confront until you have defeated the droid. Once you 
have felled the ASP-19, you may proceed. 


Reaching for the emergency escape hatch, you grab 
hold of a red-striped handle and pull hard. You must escape 
the barge. 


To escape the drone barge: Your stealth# +2 is your con- 
front#. Roll the 6-dice to leave through the emergency escape 
hatch. 


If your confront# is equal to or more than your roll, add 
the difference to your MP total. The emergency hatch 
opens and you fall safely to the dunes below. You may 
now proceed. 


If your confront# is less than your roll#, subtract the dif- 
ference from your MP total. The hatch has jammed. Re- 
peat this confront until you have escaped the barge. 
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Once you have fallen free from the barge, you may pro- 
ceed. 


The dunes are hot, but the loose sand breaks your fall 
from the barge. Tumbling down an incline, you roll to a 
stop. When you look up to the sky, you see the cause of the 
explosions. 

Riding his swoop, a fully recovered Twitch flies around 
the large transport craft, lobbing thermal detonators at 
every turn. Smoke billows out from one of the barge’s ex- 
hausts as the ship struggles to gain altitude. Seeing that the 
barge is retreating to space, Twitch angles his swoop 
downward, landing it near your position. 

Rubbing a bruise on his head, Twitch glowers, “I’m not 
going to forget what you did to me back at the canyon.” 

“As I recall, you were about to punch my lights out,” 
you reply. “I’m just glad you recovered so fast and were 
able to help out.” 

“What are friends for?” Twitch chuckles deeply. “So, did 
you learn who those droids are working for? What did they 
want with Jabba?” 

“I doubt anyone owns those droids,” you reply. “They 
seem to be renegades. What’s more, I don’t think they want 
Jabba. The 1-2 unit said something about EV-9D9.” 

Hearing the name EV-9D9 causes Twitch’s rocky face to 
grin. “EV-9D9 is the only droid I like! She hates droids more 
than I do!” 

“Too bad those droids weren’t gunning for Jabba. If 
they'd tried, then we’d really have something to brag 
about.” 

“What do you mean?” 
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“If we had rescued Jabba from the droids, Jabba might 
have given us a reward for saving him!” 

“Twitch! You’re a genius!” you exclaim. “That’s exactly 
what we'll tell Jabba!” 

Casting a last glance skyward, the swoop bikers gazed 
at the battered drone barge, a distant black dot against the 
bright blue sky. 


For preventing the drone barge from attacking Jabba’s 


palace, reward yourself with 230 MP (310 MP for Advanced 
Level players). Good job! 
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THE 
AFTER- 
MISSION 


The chef droid K-2PQ rode the lift tube to the Decima- 
tor’s docking bay. Although Forwun had said that he didn’t 
intend to waste any time on Tatooine, K-2PQ was surprised 
that the drone barge had returned so soon from the desert 
planet. 

K-2PQ rolled on his treadbase into the docking bay just 
as the drone barge’s hatch slid open. Forwun exited the 
hatch, marching down the landing ramp with the other 
droids. K-2PQ could not help but notice that Forwun’s left 
arm was missing. 

Rolling forward to Forwun, K-2PQ asked, “Did you get 
EV-9D9, sir? Did you neutralize her? And what happened to 
your arm?” 

Forwun shook his metal head. “I’m afraid I underesti- 
mated the bikers who work for Jabba the Hutt,” he an- 
swered. 

K-2PQ gasped. “You... you mean the mission was a 
failure, sir?” 

Forwun aimed his black photoreceptors at K-2PQ. “I 
did not say it was a failure,” Forwun replied. “We learned 
much about the improvisational strategies of organic op- 
ponents.” 

“Oh,” K-2PQ uttered. “In other words, our enemies were 
lucky?” 

“Precisely,” Forwun responded. Turning to a wall- 
mounted comm unit, Forwun addressed the droids on the 
bridge. “This is Forwun. Take us out of orbit and set course 
for Vactooine.” 

“What?” K-2PQ exclaimed, clearly surprised. “But what 
about EV-9D9, sir?” 
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“I will deal with her after we settle on Vactooine,” For- 
wun replied. “I need time to plan a return to Tatooine. I 
want to contemplate what I learned from the scum and vil- 
lainy on that desert planet.” 

“What did you learn from them, sir?” K-2PQ asked. 

Gazing out of the docking bay’s viewport, Forwun 
watched the desert planet recede in the distance as he an- 
swered. “I learned that one should never steal a biker’s 
Swoop.” 


Big Gizz, Spiker, and Twitch stood with the other bikers 
in front of Jabba the Hutt. They were gathered in the 
throne room of Jabba’s palace, and the air was heavy with 
the smell of exotic foods. 

Salacious Crumb, the small Kowakian monkey-lizard, 
sat close to Jabba. While Jabba gazed lazily at the bikers, 
Crumb’s beady eyes were alert, darting from one biker to 
the next. 

The Hutt leaned back and surveyed the swoop troops. 
“You blundering goons have served me better than I ever 
expected,” Jabba declared. “Had that drone barge reached 
my palace, there is no telling what damage might have been 
done.” 

Spiker jabbed Big Gizz in the ribs, signaling Gizz to say 
something. “The boys and I are glad to be of service, O 
Mighty Jabba,” Gizz announced. After a second jab from 
Spiker, Gizz added, “There wouldn’t by any chance be 
some kind of a reward for stopping those droids from 
reaching you?” 

Jabba gazed toward the ceiling, seriously considering 
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Big Gizz’s question. “For your efforts, I will show you my 
appreciation by letting you live.” 

Salacious Crumb cackled wildly at Jabba’s statement, 
then echoed, “Let you live! Let you live! Heh-heh-heh- 
heh!” 

“Thank you, O Mighty Jabba,” mumbled the assembled 
bikers. The swoop troop was dismissed. 

“Where is Bib Fortuna?” Jabba bellowed. “I want to see 
that Twi'lek in front me immediately!” 

Seconds later, Jabba’s chief lieutenant rushed into the 
throne room. Bib Fortuna’s head tails were neatly secured 
around his cloaked shoulders. “What is thy bidding, Great 
Jabba?” Fortuna hissed through his sharp teeth. 

Ignoring Fortuna, the Hutt raised a small, six-legged 
reptile to his mouth and licked the back of the creature. 
The reptile squirmed and Jabba gave it a playful squeeze, 
causing its eyes to bug out. 

Examining the reptile’s legs, Jabba spoke to Fortuna 
without looking at him. “The bikers’ story bothers me,” 
Jabba sighed. “It especially bothers me that the drone 
barge escaped Tatooine.” 

Fortuna waited for Jabba to continue. 

“If someone sent those droids to kill me, I want to know 
who. More importantly, I want those droids!” Jabba gave 
the reptile another squeeze, then ordered, “Round up the 
real bounty hunters, Bib.” 

“But...” Fortuna hesitated. He knew better than to ar- 
gue with Jabba, but felt compelled to say more. “Master, I 
must remind you that your best bounty hunters are cur- 
rently searching for Han Solo!” 
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“We'll get Solo soon enough,” Jabba muttered, tossing 
the reptile into his wide open mouth. The Hutt swallowed 
the creature in a single gulp. Then Jabba fixed his gaze on 
Bib Fortuna and declared, “But I want those droids, and I 
want them now!” 


NEXT MISSION: 
BOUNTY HUNTERS VS. BATTLE DROIDS! 


70 


, a area a swoop biker. 
es 2 fa for a the rae 
Tae ee 

Mos ey eT Me the Na 
ma cua eval ey 

be s eeu rv PN 
ae Be ae To) ae 
: ae yg Peat Battle heey a 
ee eo ol ec 
eee oa your friends . ... 

. and threatening Jabba | Drs ae 





-.. Your. ‘Mission: to ‘save - ss .. 


, et iscyuk the Donne SS se 
Oe: Soe . 


meretey ies : 


